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WIN ONE THIS MONTH! 
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Rock On with the 


PoMeffl 


Hey man, the beat goes on. And whatever game groove you're in right now, 
Nintendo Power is down with it If it’s playing on Nintendo CameCube ”, 
Came Boy » Advance or even Came Boy Advance SP, you'll rock out every 
month with all the latest tips and tricks, secret maps and moves, reviews 
and previews to make those baddies wish they'd never shown up. 

HIT THE FLOOR! 

hit it with the FREE* gift of your choice! Choose any one of these: 
Donkey Kong » Country Official Player's Guide 

■ Advance Wars'“2: Black Hole Rising Official Player's Guide 

■ Game Boy* Advance SP Stereo Headphones 

For only $19.95 U.S. ($27.95 Cdn.), 
you'll get a full year, 12 hard : rockin' ^ vjfc 

issues, of the only official source - 


''•nSs’-o'* 


freaky savings of OVER 66°/o OFF 
the newsstand cover price. Plus, 
the FREE* gift of your choice! 

So don’t make it complicated, 

SUBSCRIBE NOW AND SAVE! 


Little BiHaiiMBl 


Whole Lotta RlsIsiMioI 







Who needs pavement when you’re behind 
the wheel of a souped-up MINI Cooper? 
Tear through subway stations, rip apart golf 
courses, and plow through storm drains as 
you pull oft the ultimate gold heist. 


Master 4 modes from death-defying Bonus features including i 
stunt driving to multiplayer madness. footage, concept art, and i 


Race through L.A. 
driving 10 different vehicles. 


on the 2003 blockbuster movie. 


IN STORES NOW! 


ItalianJobGame.i 
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Tournaments, leagues and prizes. 


See what playing big means. fat honked up at magicthEgathEring.com 
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We’ve got the latest n< 
Player! Sit back and ei 
m long ago, s 
bout your favi 
Player’s Pulse—where the re 

GAME BOY PLAYER CAB 

I have a question about the 
Game Boy Player. Will I be able 
to use it for games like Animal 
Crossing, The Wind Waker or 
Sonic 2: Adventure Batde like I 
could use the GBA? 

Alan Pfajf 
Via the Internet 
To further clarify the question, 
you’re referring to the GBA-GCN 
linking features in some GCN 
games that do not require you to 
have a GBA Game Pak. The Game 
Boy Player is designed to play 
Game Boy Paks on your television 
through the GCN. You ’ll still need a 
GBA to access linking features that 
don’t require a Game Boy Pak. In 


Some multiplayer GBA games 
require only one Pale, while others 
require a Pak for each player. 
Each player will still need a Game 
Pak for games that have a Multi- 


LETTER OF THE MOUTH 


Pak option, such as Four Swords. 
You will be able to play Single-Pak 
multiplayer games with one game 
in your Game Boy Player. 

Is the e-Reader compatible with 
the Game Boy Player? 

...Slobro... 
Via the Internet 
Yes, it is! The e-Reader works the 
same way with your Game Boy 
Player as it does with your GBA. 


the GCN game is transferred 
directly to the GBA’s memory, not 
to the GBA Pak itself. 


10 | PLAYER'S 







NAME THAT GAME! 

For a long time now I have been 
looking for this game and I 






ANIMAL CROSSING ARTIST 


























jCool attacks and brand new spy 
gadgets make these the best 
SPYkids™ Adventures yet! 
h Free 3-D glasses in every 
Game Bny» Advance and PC box! 






















Explore, dogfight and race with some of the most freaky characters you have ever 
played with, in the first-and-only•, fully-open, interactive3-D, racing videogame. 
® 13 alluring characters and dozens more hidden 
m 12 massive and enticing tracks 
© Enthralling race and dog fight modes 
® Unique and mesmerizing mini games 
® Amazing head-to-head multiplayer action 


Coming July 2003 

00 onto www.freakyflyers.coi 


PlayStation 2 































































GAME BOY advance 






































































































PRINCE OF PERSIA: THE SANDS OF TIME 




me begins during the stage of a walled city 


WALLACE & GROMIT IN PROJECT ZOO 


The original Prince of Persia was heralded 
for tricky puzzles, cunning traps, fierce 
sword batdes and the introduction of fluid 
character animation to video games. In Ubi 
Soft's Prince of Persia: The Sands of Time for 
GCN, the animation is almost lifelike, the 


is penlou 




adventure and the fighting is fast-paced and 
thrilling. In fact, the graphics of POP are so 
amazing that you’ll have to remind yourself 
that you're playing a game. The setting is 

magical properties that allow the prince to 
control aspects of time, but the magic is haz¬ 
ardous, as well as helpful. Although our 


Decap Attack, Pole Dancing and Hurt 
Good. Hypergrind is comic genius. 


The prince uses acrobatic spins and flips during 
sword-fighting sequences. 


Versatile camera controls let you zoom in on the 
action or pull away to get the big picture. 
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| GAME WATCH 


nintendopower.c 





























on July 28—you’ll want to show off your scores. The Mario 
website will help you determine how you rank among the pros. 
You won’t need to worry about golfing hacks who fake their 


provide players with passwords that the website will decode. 
Let the tournament begin! 


camphyrule.com 


through 15, 2003. Many come to 
to 'the insanity of meeting lots of 


CNintendo } 1 .. = 


Mario Golf Leaderboards | mario-gQlf.com f - ^ 

Once you hit the course in Mario Golf: Toadstool Tour—which comes out , 
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SPECIAL REVIEW 



It all began with a wish. 


Have you ever wished that a fantasy i 
real? If you wish hard enough, you n 
what will happen. Marche, Ritz £ 















St. Ivauce Reborn 



1 Marche find his way home at the high 





























& THE ToTEMA 


Most job types have exclusive magic that they learn by equipping special 
armor or weapons. For instance, a White Mage can learn Cure by equipping 
the White Staff. There is one magic that depends on race instead of job— 
the ability to summon powerful Totema, guardians of Ivalice’s crystals. 


THE MAGIC SYSTEM: RECOGNIZING ELEMENTS 

The magic system is element-based—each spell has an elemental type and is strongest 
against its opposite element. There are many elements in Ivalice—three of them are 
explained below. Most magic spells have a radius effect, which means that a spell 
will affect anyone within two or three spaces of its epicenter. 


HOLY ELEMENT 

The Holy element is represented by 
the color white. Monsters and items 
that are white are often Holy-based. 
Holy spells heal, cure and do damage. 
Holy healing spells do the most dam- 

damage spells heal Holy creatures. 
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Deep Character Customization & Jobs 




Each character's growth is limited only by race. By 
:er becomes more diverse. Teach your party membe 
ties—they’ll retain every ability they master. Each 
>f job abilities in battle. Experiment to discover wl 


The pub charges a hefty fee 

for. the trading service, so select Link on the world map to enter 
use it sparingly! pub, th"~ t*—~ 

Units t 


ise Trade Items or Trade 


MULTIPLAYER: CO OP & COMPETITIVE MISSIONS 


DIVERSE CUSTOMIZATION OPTIONS 


Each clan members stats 
will change depending on 

that character will be a good 
fit for another job. 


COMPLEX & INVOLVING JOB SYSTEM 

Each time a clan member switches jobs, his or her appearance will change 
(with the exception of the main characters). With a new job, characters 
also gain access to new abilities, weapons and armor types. If you choose 
the right job combo for a character, you could even unlock expert jobs. 























JThe Races of Ivalice 


glggS' 


The five races of Ivalice are as unique in their appearances as they are in 
their specialties. You will recruit members from each race into your clan, 
but your specific clan composition is up to you and will change through- 


BANGAA 


HUMANS 

n 



m 


m 


MOOGLES 


NU MOU 


VIERA 

% 





Jf 

is 
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i JThe Races and Their Jobs 


isure that your clan is well-balanced. You can have a t 
imbers (counting Marche), and there are 34 jobs and e 
elow, beginning jobs are shown in black and expert jobs 


BANGAA 

HUMANS 

MOOGLES 

NU MOU 

VIERA 

WARRIOR BMI 

ARCHER 

ANIMIST 

BLACK MAGE 


WHITE MONK 

BLACK MAGE 

BLACK MAGE 

BEASTMASTER 

FENCER 


SOLDIER 

THIEF 

WHITE MAGE 

WHITE MAGE 

DRAGOON 

THIEF 

GADGETEER 

ALCHEMIST 

ASSASSIN 

GLADIATOR 

WHITE MAGE 

GUNNER 

ILLUSIONIST 

ELEMENTALIST 

DEFENDER 

BLUE MAGE 

JUGGLER 

MORPHER 

RED MAGE 

c£EI^R>^H 

FIGHTER 

MOG KNIGHT 

SAGE 



HUNTER 

TIME MAGE 

TIME MAGE 

SUMMONER 


ILLUSIONIST 


NINJA 

PALADIN 


LEARNING EXPERT JOBS 
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§ ^Equipping Characters & Learning Abilities 

.. . 


WEAPONS &. ABILITIES 


Characters learn most abilities by i 

have abilities tied to them as well. By 
ticipating in battles, clan members 
AP (Ability Points), which enable the 


ability for your job tied to it. 


eapon to learn more abilities. 


0 Hit Points, Magic Points and Judge Prints Earned. (JP 


EQUIPPING ABILITIES 


equip a total < 
2 Reaction abilii 


CHOOSING ABILITIES 


l Black Ma 


CHANGING JOBS 









































































) Jmportant Locations in Ivalice 

^y clan turf you have, the bettei 


ay of life in Ivalice that establishments have opened 
• needs. There's something to be said for notoriety—die 
clan turf you have, the better deals the shops and pubs will give you. 


THE PUB: MISSIONS & RUMORS 


The first shop 
Cyril, but every town 
shops often—inventory 
frequently. The more 
clan holds, the better 
and sell rates will be in 





































The Clans of Ivalice 




E= vel 

“Sr- 




i=, 


TheGather skill level indicates 
whatkneatte from the wild 


IS. 

The Craft skill level displays 

SKT teri - sint9 

iff™ 


CLAN 










































Tactical Battle Strategies 


ATTACK STRATEGIES 


ATTACK FROM THE SIDE ATTACK FROM THE REAR 

Attacking from the side is the most common Always attack from the rear when you have the 

option, and a good choice. Your attack-success opportunity. You'd hitT—jjjf 1 -* * l " 


3 is 75% with no bonuses or penalties. landing the most damage. 


JVhen Fantasy and Reality Meet 



world of Ivalice is as beautiful i 
only a glimpse of what you'll experience in FFTA. 
estimated 300-plus hours of game play, 300 

be drawn into the fantasy's magic. ^ 











































GOLFERS 


Set 


help you in many situations. The idea is to put spin on the ball 
to control its height and range, as well as what it does when it lands. Backspin helps the ball stop 
quickly when it lands, and topspin keeps the ball rolling along to gain extra yardage. 





















Training mode lets you 
play any available hole, 

ways of Shifting Sands to 
the whimsical links of 
Peach's Castle Grounds. 
Once you've chosen the 
course, you can select 
which hole you want to 
practice, then establish 
the hole's tee and pin 
placements. You can even 


Tournament Pros 


S 're doing hole by hole. The 
lerboard shows your standing 
in the tor-* 




































Doubles 


Playing Club Slots is always a gamble. At the beginning of each hole, a slot machine determ 
which three or four clubs you'll use. In Club Slots, higher scores are better. 

Make the Most of Your Clubs Set the Points 






QMmMIIS) 

You won’t find Ring Attack at your local country clu 

have to hit through a series of rings and still make 

Perfect Placement Plan Ahead 


































OMmMmm 


In the Quick Cash strokes. In the Cash Cup option, you have to collect 
you can in just two play out the hole, but you must score par for it to cou 

Wario's Favorite Mode 


You don't have to be 

Wa'rio to bedazzled 
by all the money. 
Look for spinning 
coins when you line 
up your shot. You'll 
collect the coins if 




If you think golf is a slow game, you've never played Speed 
Golf. You play against the clock and try to drop the ball in the 
holes as quickly as possible. The shortest total time wins. 


Near-Pin mode may se< 
but on the Congo Can 
spin to stop the ball near the pin. 

Set Up Close and Personal 


or you, then just lUt t^e ball, 
your putts accurately. 


shot. Use the camera to 
check out the green and 
set up your shot. Take the 
wind's direction into 
account and use backspin 
to stop the ball quickly 
after it lands. 
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A solid tee shot will set you up to reach the 
green in two. After that, you'll have a tricky 
putt on a very bumpy green. 






Aim toward the saguaro cactus on the left side of the fairway near the 
dogleg right. Use a fairway wood to hit the ball over the shoulder of the 
canyon to the green beyond. One-putt the ball to get your birdie. 


os 





















Welcor 


If you stay dear of the Chomps on your tee shot, 
should be on the green in two strokes. 


Drive to the island on the right, then use a - 
loft the ball onto the green. Use backspin. 


I-Wood to 


Hit a powered-up shot off the tee to clear the mushroom and land on the 
fast fairway. You should get a great extra roll. Your next shot should put 
you on the green in good position to sink a birdie putt. 


Use a 4-Iron to drop the 
into the closest greenp 
over the yellow pipe to 


Mario Golf: Toadstool Tour offei 
fying a round of golf as the best s 



















PREPARE FOR BATTLE! 


. ' 


TWO HEROES, TWO STORIFS 


ROAD TO IMPER1A 


ACTION ELEMENTS ADD CRITICAL HITS 


LAD1ATOR SCHOOL IS IN SESSION 


BRAINS CLASH WITH BRAWN PICTURES TELL THE STORY 


le game has this stylistic, painterly look to it,” says 


it Jim Rice. The games 20 minutes of high-level 
ig sequences beautifully illustrate the style. The 
ins across scenes that depict massive battles with 

right off the bat," comments Blackadder, - Z..., with aniir 

s of combatants. Scanned paintings enhanced 
lated weather, fire and atmospheric effects estab- 

MLLB 

jue look. The scenes give the game’s events a feel- 
orical importance. 

use motion capture,” Lead Animator Cathy Fere- 
ns us, “We prefer a more exaggerated style. Its sort 
ggerated realism. We do use a lot of references, 
martial arts and gladiator movies." 































































IUCASARTS UNVEILS AN 
ANCIENT-COMBAT EPIC 
THAT EMPHASIZES 
TEAMWORK 
AND TACTICS, 


cairaS 

SPECIAL PREVIEW1 


IPlli 




r * » wj PI 
















Official Team cosponsors TIOGA 
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LINK NEVER MET A SWORD HE DIDN'T LIKE-BUT HOW WILL HE FARE IN 
HIS QUEST FOR THE MOST NEFARIOUS BLADE IN VIDEO GAME HISTORY? 








' gm 
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Papon master 


BIGGORON'S 

SWORD 


ARMOS SERIES 


MAGIC SWORD 


CANE OF BYRNA 


MIRROR SHIELD 


MEGATON 

HAMMER 


RAZOR SWORD 









LMiC OVERMVii OWE II© MOVES 










We’ve barely scratched the surface of Links skills in Soul Calibur II. When the game debuts 
in August, you’ll get your chance to help the Hyrulian prove that he's head honcho among 
the heroes, fiends and freaks that seek the Soul Edge. It’s going to be a bloodletting — 
next month, we’ll grab a blade and lead you deep into the fray. *•' 






P.N.03 


















CODES 


▼ KUNG FU CODES 

UNLOCK OPTIONS, OUTFITS, MODES AND A STRING OF CINEMA SCENES. 

Bruce Lee's return to the limelight as martial artist Hai Feng 
offers hand-to-hand fighting, stealth and the use of several 

tion of cool featur 


lock a collec- 
Start 


to the Sele 


m this page. 


UNLOCK MODES 

If you find Normal difficulty too easy, you can unlock the Direc¬ 
tors Cut for a real challenge. Not only are the enemies more chal¬ 
lenging to defeat in Directors Cut mode, but some of the key 
locations and enemy placements are altered from the Easy and 
Normal modes. The Time Challenge is tricky, too. A timer starts at 
the beginning of every section and ticks down to zero. If time 
runs out before you reach the end of the section, you'll have to 
start over. Gallery mode cuts out the game play and strings 
together all of the game’s cinematic sequences. After you enter the 
code, press the A Button to proceed, then press the B Button to 
back up to the Select a Slot screen. The Gallery option will appear. 

CODE_RESULT 


UP, R, SELECT, R, UP, SELECT, SELECT UNLOCK THE DIRECTOR’S CUT 

UP, DOWN, UP, R, UP, DOWN, SELECT UNLOCK THE TIME CHALLENGE 

DOWN, UP, DOWN, R, R, SELECT, LEFT UNLOCK THE GALLERY 


HI SELECT A SLOT 

eL 




Press and hold the L Button, then press Down, Up, Down, R, R, Select, Left. 
Release the L Button. Press A to advance a screen, then press B to go back. 
The Gallery option will appear, allowing you to see every cinema scene. 

TRIGGER CHEATS 

The invincibility code takes the challenge out of your battles by 
making your character unbeatable. The weapons code prevents 
weapons from breaking or running out of ammunition. 

CODE_RESULT 


R, R, UP, UP, SELECT MAKE HAI FENG INVINCIBLE 


MAKE WEAPONS LAST 



RECONFIGURE THE ENEMIES 

The game’s different difficulty r 


all have their c 


:onfigurat 
Every enemy offers his c 
five if you fight the sam 
figurations to normal, y 

CODE 


override them by entering codes, 
allenges. The game may get repeti- 
ies throughout. To return the con¬ 
st erase all game data. 

RESULT 


RIGHT, LEFT, RIGHT, LEFT, RIGHT, 
LEFT, RIGHT 

SELECT BIG THUGS 

UP, DOWN, LEFT, RIGHT, UP DOWN, 
LEFT 

SELECT TEXASES 

RIGHT, RIGHT. RIGHT, RIGHT, RIGHT 
RIGHT, RIGHT 

SELECT JAMALS 

UP, RIGHT, DOWN, R, R, SELECT, LEFT RANDOMIZE ALL ENEMIES 

igy i un 

Big Thugs fight with big fists. Use 
your speed to beat them. 

The Texas enemies use chains. 
Jump out of the way. 

B3£H| 

usi 

Jamals are quick and athletic. 

Knock them out with big kicks. 

againstanunprefctablebunch. 

UNLOCK OUTFITS 

You can explore the many loc 
variety of outfits. You’ll begin 

>ks of Bruce Lee by unlocking a 
the game with a choice of two 

CODE 

am the growing wardrobe. 

RESULT 

RIGHT, DOWN, DOWN, R, R, 
SELECT, LEFT 

UNLOCK THE BRUCE 73 

OUTFIT 


UP. DOWN, R, UP, SELECT, 


UNLOCK THE DRAGON OUTFIT 


UNLOCK THE GOLD OUTFIT 
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X2: WOLVERINE'S REVENGE 


T SUIT UP/DOWI\ILOAD 

COLLECT ALTERNATE COSTUMES AND CEREBRO FILES THE EASY WAY OR THE 
HARD WAY IN LOGAN’S RIPPING GCN ADVENTURE. 

X2: Wolverine's Revenge is packed with nods to the clawed hero's 
past, revealing the origins of his Adamantium skeleton and con¬ 
cealing some leather-clad secrets. By scratching around the 
game's dark comers, you can find classic costumes and Cerebro 
Files. You can switch to any unlocked costume in the Bonus/Cos¬ 
tume menu and get details on Wolverine-related characters from 
unlocked Cerebro Files in the Bonus/Cerebro menu. 

The easy way to collect all of the hidden items is by cheating. At 
the main menu, enter any of the button-press codes listed in the 
table below. A sound effect will follow successful code entry. The 
level-select code causes a new entry to appear on the main menu. 
The pause-menu code triggers an option that shows up after you 
pause the action during play. Select the Cheats entry to toggle 
invulnerability or to freeze the frame. 

If you don't use the costume- and Cerebro File-unlocking 
codes to collect the game’s hidden items, you can find them by 
exploring. In our Volume 169 review, we revealed the locations of 
the costumes in Act I, Part I; Act II, Part I; and Act II, Part II as well 
as one of the Cerebro Files in Act I, Part II. You'll earn files for 
your victories against Sabretooth in Act I, Part IV; Wendigo in Act 
II, PartV; Sabretooth (again) in Act III, PartV; Colossus in Act IV, 
Part I; Juggernaut in Act IV, Part VI; Magneto in Act V, Part II and 
Lady Deathstrike in Act VI. We'll reveal the rest of the hidden 
item locations on the following pages. 

CODE _ RESULT 

B, X, B, Y, Y, 


B, X, B, Y, Y, Y, R, R, Z 


UNLOCK ALL CEREBRO FILES AND 


B, X, B, Y, B, X, L, R, Z _ UNLOCK THE LEVEL-SELECT OPTION 

B, B, X, X, Y, Y. X. X, L, L, R, R. Z UNLOCK THE PAUSE CHEAT MENU 



ACT I, PART II 

Patch Costume—After you defeat a group of guards and navi¬ 
gate a long passage, you'll find an old truck on fire. Run through 





Logan can take pain. Walk through the damaging flames in 1 
passage to discover a comic book on the other side. 


UNLOCK ALL ALTERNATE COSTUMES 



tant facts about the story. 


ACT I, PART IV 

The Professor Cerebro File—Your victory against Sabretooth 
will earn you a security pass. Use it to explore the lab's previously 
locked passages. When you reach the core chamber, go left to an 
observation area to find the Professor Cerebro File. 

ACT III, PART III 

X2 Movie Costume—Run upstairs from the computer room to 
find a panel from which you can open all of the doors. Venture to 

that unlocks the X2 Movie co; 



After you unlock movies, play 
them in the Bonus/Galle- 

| CLASSIFIED INFORMATION 

















CODES AND HIDDEN ITEM LOCATIONS 




ACT V, PART I 

Mae Deuce: Mutant Hunter Cerebro File—As your first battle 
against Magneto begins, you'll have to deal with a storm of flying 
metallic objects. When you duck into the security booth that is 
just to the right of the starting point, you'll find the Mae Deuce: 
Mutant Hunter file. 


Beware of flying objects! Step into the security booth to avoid the metal 
storm for a moment and collect a file in the process. 

ACT VI 

Mr. Sinister Cerebro File—The game's last level is a giant fight 
against Lady Deathstrike, Wolverine’s Adamantium-tainted 
counterpart. During the fight, climb the ladder to the second level 
of the Xenon building’s roof. Veer to the right when you reach the 
top and search for a file. You'll add the Mr. Sinister Cerebro File 
to your collection. 


ACT IV, PART II 


he giant robots in the large open hall, guide 
Volverine through the hall and climb up to the catwalk. You'll 
of the hall and the Omega Red 

lie on the other end. 


Carol Hines Cerebro File & Dr. Cornelius Cerebro File—You'll 
climb a series of ladders to a room where fires rage. The goal is to 
put the fires out by slashing water-pipe valves. Break crates as you 
search for the valves. You’ll find the Carol Hines file in one of the 
crates (not far from one of the valves) and the Dr. Cornelius file 


Break crates and search for a way to extinguish the flames. You'll find two 
Cerebro Files. 


Apocalypse Cerebro File—-After you destroy all of the power 
boxes on the roof’s second level, you'll be able to slash the fence 
that was once electrified then drop to an area where you’ll find 
several electric rods and where Lady Deathstrike will hit you with 
blue waves of electricity. Walk to the section where the roof 
obscures your view to pick up the Apocalypse Cerebro File. 


Slash the fence, drop to the next level and search the area for one more 
Cerebro File. Lady Deathstrike's file will complete your collection. 







▼ X-TRA POWER 

GIVE WOLVERINE ALL POWER-UPS, 100 LIVES AND MORE. 

Help super-mutant Wolverine cut through his GBA adventure by 
entering a series of power-pumping codes. On the Select a Slot 
screen, press and hold L then enter the button-press codes below 
to get the listed results. A sound effect will confirm successful 
code entry. 

CODE RESULT 


BECOME INVINCIBLE 


RIGHT, LEFT, RIGHT, LEFT, RIGHT, 


EARN ALL POWER-UPS 


RIGHT. RIGHT, RIGHT, RIGHT, 
RIGHT, RIGHT, RIGHT 


GIVE WOLVERINE 100 LIVES 


REGENERATE HEALTH WITH 
CLAWS EXTENDED 



▼ COLLECTION PERFECTION STRATEGY 

EARN TONS OF COLLECTIBLE CARDS BY SETTING UP A PITCHING DUEL. 

If you have the patience to sit through a low-offense game, you 
can earn enough bonus points to buy a crate of cards and com¬ 
plete your common card collection. Set up a two-player game 
and let both pitchers strike out the sides through eight-and- 
a-half innings. Thom Brennaman will start getting excited in 
the seventh inning when both pitchers break the single-game 

At the bottom of the 


the visit 


e strikeouts, then four walks. 


You'll get points for the visiting pitcher's accomplish! 
and the home pitcher's perfect game—enough points to buy 
99 card packs. If you're missing any common cards, sell all of 
your duplicates and buy some more packs. You'll end up with a 



Some baseball fans find pitching 
boring, but the prospect of 

should be a thrill. 


If you've still got holes to fill after 
your card windfall, sell off your 
duplicates and use the profits to 


▼ NAMING CONVENTION REVISITED CODES 

NEW ADVENTURE, SAME CODES-RENAME THE MEMBERS OF YOUR PARTY. 

In Volume 154, we reported on a pair of codes for the original 
Golden Sun adventure that allow you to change the names of 
your party members and some of the secondary characters. The 
same codes have similar effects in Golden Sun: The Lost Age. 
When you start a new adventure, you'll have a chance to rename 
the main character, Felix. Before you continue, enter either of the 
button-press codes listed below. The Game Boy chime will follow 
successful code entry. The first code will allow you to rename 
everyone in your party. The second code will allow you to rename 
everyone in your party and in Isaac's party, too. 

PASSWORD_RESULT 


SELECT, SELECT, SELECT 


UP, DOWN, UP, DOWN, LEFT, 
RIGHT, LEFT, RIGHT, UP, RIGHT. 
DOWN, LEFT. UP, SELECT 


RENAME YOUR PARTY Ml 


RENAME ALL PARTY MEMBERS 



▼ SECRET AGENT PASSWORDS CODES 

USE PASSWORDS TO FILL YOUR ARSENAL AND GAIN SPECIAL ABILITIES. 

Your adventure through the second GBA Ecks vs. Sever adven¬ 
ture will be a walk in the park if you know a collection of power¬ 
giving passwords. Select the Password entry from the main menu 
and enter any of the passwords listed below. The message “Cheat 
Activated” will appear after you enter each password. 

PASSWORD RESULT 


BIGPOCKET 


DOUBLE THE DAMAGE OF EXPLOSIVES 


COLLECT UNLIMITED AMMO 


MAKE ENEMIES FREEZE IN PLACE 


BECOME INVINCIBLE 


DEFEAT ENEMIES WITH ONE SHOT 


COLLECT ALL WEAPONS 
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“Blitz has somethingiforjmryone.. old\school Blitz fans 
and the sim crowd! Online or off, the graphics overall are 
great. This is a meet looking game competing'with or 
surpassing a lot of the tides on the market" - IEN 
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HITMAN 2: SILENT ASSASSIN 

IN-DEPTH STRATEGY 

Eidos puts a new twist on the stealth genre in 
Hitman 2: Silent Assassin, which is rated M by 
the ESRB and contains blood, strong sexual 
content and violence. The game is one of the 
most wide-open in recent memory, with each 
mission having multiple solutions. We’ll show 
you how to earn a Silent Assassin rating in the 
first three levels. 

hi 

V-' - , ••• 

gp 

... 1 

1 AM THE CLEANER! 

TIPS FOR THE PROFESSIONAL 

At the end of a mission you'll earn a rating. Silent A 

issassin is SAVE EARLY AND OFTEN 


below for a few tips that will aid you in your new 1 
strategies are for the Normal difficulty setting. 

career. All 

but that is more than enough.You 
can save at any point during a mis- 




▼ ANATHEMA: PART ONE 


DAWN OF THE DON 

You must enter a mafia don's complex, ice him and then rescue 
a priest. There are three ways into the complex: as a postman, 
a delivery boy or a guard. Once you pick a technique to clear 
Part One, go to the corresponding technique in Part Two. 

▼ TECHNIQUE A KWi'IIMlIlif 

THE POSTMAN 

The advantage to taking the postmans outfit is that it gets you 
in the front door. The disadvantage is that you must give up 
your guns. 

OPTION: GUNS AND BUTTER 



If you want to try the postman route 
but you feel you may need your guns 
later, deposit them in the box of gro¬ 
ceries while the delivery boy is inside 
the compound. When you enter the 
compound's kitchen, the guns will be 
waiting for you. If you don't care about 


▼ TECHNIQUE C 

THE DELIVERY BOY 

If you like a challenge, try entering the compound as the deliv¬ 
ery boy. Wait for him to bend down and pick up a box of gro¬ 
ceries, then take him out, steal his clothes and put your guns in 
the box. Walk through the door and into the kitchen—move 
slowly, or the guards will open fire. 



▼ ANATHEMA: PART TWO 

THE HOUSE OF BERNARDA ALBA THIS AIN’T! 

Once you're in the compound, it's time to make your way into the 
house and find the don. Guards are everywhere, so look through 
keyholes and use the map. 




The postman makes two stops before he reaches the front gate-one near 
some trees and one at the wall. The best place to get him is in the trees. 
Wait for him to relieve himself, then sneak up behind him and use the anes¬ 
thetic to knock him out. If you hold down the fire button, you'll use more 
anesthesia and the target will remain unconscious longer. (If you want the 
Silent Assassin rating, use the whole bottle.) You can also employ deadly 
force, but that will lower your score dramatically. 


T TECHNIQUE A 

As the postman, walk through the front door and give flowers 
to the maid. The guard will follow her to the next room. Run to 
the alcove under the left-hand stairs and wait for the guard to 
return. Take him out and steal his clothes, then hide the body 
on the landing between the first and second floors. Use the 
stealth walk technique to avoid notice. 


▼ TECHNIQUE B 

THE OUTSIDE GUARD 

For a quicker way to enter i 
compound, wait by the si 
door until a guard comes c 
res himself, then elir 
with the Fiber Wire 


▼ TECHNIQUE B 

UP ON THE ROOF 

As the postman, pass through the front gate, then go to the 

all the way around the edge of the yard and find akdder. (Be 
especially wary of the man in the white shirt and his yellow- 
clad companion.) When you reach the ladder, climb it, then 
crouch as soon as you're on the roof. Cross a wooden plank to 
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▼ TECHNIQUE C 


\s the delivery boy, walk to 


kitchen, then drop the groceries 
on the floor. (Don’t worry about 
time. If you knock out the deliv¬ 
ery boy, he'll run away when he 
wakes up.) Get your guns, then 
head for the don's bedroom. 

▼ TECHNIQUE D 



As the bodyguard, walk through 
the courtyard and take the door 
that leads to the basement. Go 
through the basement and up 
the stairs to the kitchen, then 



▼ ANATHEMA: PART THREE 


It’s time to ice the don and find your friend. The don spends time 
in his bedroom, in his office and on a balcony. You can take him 
out at any of the locations. 


OPTION: GRAB YOUR GUNS 



If you dropped your guns in the gro¬ 
ceries, now's the time to pick them 
up. Wait until guards leave the kitchen 
and only the cook remains. If you 
crouch, you can steal the steel with¬ 
out the cook seeing you. 


▼ TECHNIQUE A 

THE DON’S BEDROOM 

Go to the west side of the house and wait at the bottom of the 
stairs until the guard watching the don's bedroom leaves. (It may 
take a bit, so be patient.) When he clears out, run to the don’s 
bedroom and crouch behind the bed. 



▼ TECHNIQUE B EiiMiiiwi.1 



will arrive. After he leaves, sm 


▼ TECHNIQUE C 

SNIPER RIFLE SHENANIGANS 

you still need to get the key — which means you must frisk the 
body. If you use the rifle to knock him off the balcony, you can get 

GARAGE SUPPLIES 


BALCONY BALLISTICS 




As the guard, enter the compound 
through the side door, then go through 
the back door of the garage. Walk to 
the right-hand side of the car and grab 
the sniper rifle, then go out through 
the back door and walk back to the 
side door. Don't go through it—just 
set up for the shot. 
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▼ ANATHEMA: PART FOUR 

CHECK THE CELL AND ESCAPE 

Grab the dons key from his body and head for the basement jail 
cell. There are two ways to get there. The first is via the staircase 
in the kitchen—use it if you took out the don in his bedroom. If 
you are in the office, drop from the outside ledge and take the 
basement door in the courtyard. Also use the basement door if 
you knocked the don off the balcony. If possible, take the sniper 
rifle with you when you leave—it’ll help in the next mission. 

WHERE’S THE PRIEST? 



Once you open the cell door, you'll find that the priest has been moved from 
the basement. Head back outside and wait for the guards to clear out, then 
head for the side door. If you haven't been discovered yet, you can keep 
your distance and walk. If your cover is blown, make a run for it. 

OPTION: THE GETAWAY 




from the man in the whtaPshirt. Wait for him to relieve himself 9 near a group 
of trees by the pool. It's a risky escape plan if you want the Silent Assassin 

▼ ST. PETERSBURG: PART ONE 

SEWER SHARK 

some buddies, and you need to remove him—permanently. 
Make your way to the sewers, then ready the sniper rifle. 

GET YOUR GEAR 


Head down and to the right, then look for locker 137. Move slowly so as not 
to alarm the civilians, and wait for them to clear out before you pick the 
lock. Once you have the rifle, you must stay out of sight—a well-dressed 
man carrying a large gun is bound to attract attention. 
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▼ ST. PETERSBURG: PART TWO 


EXIT THE SEWERS 

There are two main sewer exits. One offers easy access to a uni¬ 
form but makes you face a couple of guards. The other boasts 
fewer guards but will require you to steal a uniform. 


▼ TECHNIQUE A 

TOP-RIGHT SEWER EXIT 

Take the closest exit—it’s at the 
top-right corner of the sewers 
map. Wait for a guard to pass by 

manhole and take the uniform. 
Be careful climbing out of the 

barrel of the rifle. 


len the coast is clear, run for the escalators. There are two guards in 

Check your map and wait for the second guard to walk all the way to the 
west (behind a bookcase), then duck around the corner and use the door. 

OPTION: BE PREPARED 

If you got the sniper rifle in the first 
mission, you can bypass the lockers 
entirely and head for the sewers. It's a 
good plan, because the first guard will 
still be outside by the time you reach 
the sewer door. There is another gun 
and some ammo in the locker, but you 
can just bring your own. 
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▼ ST. PETERSBURG: PART THREE 

TAKE OUT THE GENERAL 

The general s conference is being held inside the Pushkin Build¬ 
ing. Though you can try it, a frontal assault would be madness— 
so get to the apartment complex across the street and use the 
sniper rifle to adjourn the meeting. 

T TECHNIQUE A IMMMP 

FIND A WINDOW 

Keep the sniper rifle holstered and stay as far from patrolling 
guards as you can. If you took the top-right sewer exit, travel 
behind the Pushkin Building a nd duck over to the apartment. 
If you took the other exit, walk around the perimeter to the 
apartment. You can run as long as the guards are a fair distance 
away. If they get close or seem suspicious, slow to a walk and 
try to fool them. 



APARTMENT? COMPLEX. 



TAKE YOUR SHOT AND LEAVE 



Your target is the bald, right-handed general who drinks a lot and doesn't 
smoke. (Use the binoculars to get a close-up view.1 He's usually sitting in 
the chair nearest the window, but wait for 47 to confirm that he sees the 
target before you fire the shot. Make sure that no one else is nearby, or the 
bullet may go through the general and hit the bystander. After the shot is 
fired, drop th e sniper rifle and run out the same way you came in. If you're 
fast, the guards who come to investigate will miss you. 


▼ KIROV PARK MEETING 


TAKE DOWN THE BOSS AND GENERAL 

A mafia boss and a general are ; 

guard at the beginning of the 1 
around the right side of the 

building. Wait for the guard to 
pass and stop, then use the 
Fiber Wire or a silenced head 
shot, and hide the body by the 






Next, return to the sewers from whence you came. You can take any man¬ 
hole you like, but the easiest is the top-left one used in Part Two's 
Technique B. Run around the edge of the square to avoid stepping on the 
noisy snow. Once you're back in the train station, sneak past the guard 
patrolling the locker room, then run to the train. 

▼ TECHNIQUE B 

THE FRONTAL ASSAULT 

Take the top-right sewer path, steal a uniform and go to the 
Pushkin Buildings backdoor. Once inside, hide behind doors 
(you can open a door and wedge yourself between the door and 
the wall) and go up the stairs to the second floor. Sneak and 
open the door to the meeting room, then fire at the general when 
the guy in the leather coat bends down. Run back to the table- 
filled room and hide until you can escape out the back. 


Once outside, run around the right- 
hand corner and check your map, then 
head for the sewer entrance with the 

to the train station. It's possible to 
get a Silent Assassin ranking by using 
this strategy, but it takes a ton of 
guts and luck. 
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SNIPER IN THE RADIO TOWER 

It's hard to snipe both targets, so you’ll need a back up plan. 
Grab the sniper rifle and one car bomb from the agency package, 
then enter the sewers and run to the bottom-left manhole. 

THE GENERAL GETS HIS 


▼ TECHNIQUE B IHkilKMU 

TWO CAR BOMBS ARE BETTER THAN ONE 

The easiest way to earn a Silent Assassin r 
bombs from behind the trash bin, then et 
the ladder and exit at tbe topmost ma 
map — you'll emerge behind a building ne 

GET THE DRIVER’S UNIFORM 


Ascend the ladder and plant the bomb on the general's limo—it will be easy, 
since the car is parked on top of the manhole. Climb back down and run to 
the sewer exit that is next-to-last on the west side of the map. You'll climb 
out next to a bridge and a radio tower. 

THE TOWER? RAPUNZEL! RAPUNZEL! 


SUSPICIOUS? WHO, ME? 


You must eliminate the guard patrolling the radio tower, or he will hear the 
shot from the sniper rifle and call for backup. Head through the alleyways 
west of the radio tower and watch him as he patrols. Either take him out 
with a silenced shot or use anesthetic. You can get him at the edge of the 
bridge while he looks at the river. Alternatively, wait for him to move to the 
bridge, then run to the radio tower, pick the lock on the door and hide 
behind the door and a trash bin until he comes back. When he does, sneak 
through the door and knock him out. 


as high as the rest of the wall. i> 
you have a bomb on the general': 


re really good, 
en out with a: 


Once you take the shot, return to the 
sewers and make your way back to 
the manhole you used at the beginning 
of the level, then run to your speed- 
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SonicTeam has been one of Sega's most \ 
already released Sonic Adventure 2: Batde, Phantasy Star 
Episode I & II and Sonic Adventure DX: Directors Cut on the console. 
Billy Hatcher and the Giant Egg, however, is its first original creation 
in more than three years. Considering the team's history of ground¬ 
breaking tides, the GCN exclusive is definitely something to get excited 

Our tale begins as young Billy Hatcher is summoned to 
Morning Land, a once-sunny-and-peaceful realm that’s 
been plunged into darkness by a flock of malicious crows. 

If the darkness is allowed to spread, neither Morning Land 
nor Billy's own world will ever see the light of day again. 

To prevent such a catastrophe, our hero must don 
a legendary rooster suit and rescue the village eld¬ 
ers capable of calling forth the morning sun. The 
story is peculiar to be sure, but you'll be drawn 


Sega breathes new life into the 
platforming genre with the unlikeliest 
of heroes—a boy in a rooster suit. 


MrrT Biuy hatchpr 





Billy's boss encounters are quite cre¬ 
ative. You'll have to use a different 
strategy against each one. 


M fttf-CFUFNT fcPVFNTURF 

happen again. Anyway, Billy Hatcher and the Giant Egg kicks off with 
one of the most charming introductory movies in video game history (the 


is impressive. Some require you to 9 
achieve your goal within a time limit. 









Rtf REATCR 


A The giant eggs scattered throughout each stage have many uses. You can wield 
m egg like a weapon, either rolling it over your enemies or tossing it at them 
it’ll return to you like a boomerang). You can also bounce with an egg to get 
•re height on your jumps or use it to propel yourself through colored rings. An 
egg will grow larger as you run over fruit, and you can eventually hatch it to release the animal 
inside (see below). Controlling the all-purpose ovoids isn't as awkward as you might think. After 
a few moments, in fact, it becomes second nature thanks to the superb play controls and care- 
fully balanced physics. The egg concept adds a whole other dimension to the game play, and has 
allowed Sonic Teams designers to really flex their creative muscles. 





Mt mm. fRifnps 


egg is fully grown, you can hatch it with 
d, and you can call on its special power 
ils, a few of which are displayed below. 


The seal's powerful ice barrage is 
capable of damaging foes that are 
invulnerable to your egg 


The adorable little penguin 
splashes his surroundings with 






MurrtpuyeR mopc* 


a: Mr. Naka mention, 
i the above intervie 
' the main idea behii 
7 Billy Hatcher was co 
multiplayer expe 
ence. Up to four players can participate 
the festivities, launching eggs at 


HA.TCttt.N4 {OMFTHINCj tyftlHL 

Needless to say, Billy Hatcher and the Giant Egg is shaping up to be one of the years most 
unique and enjoyable platformers. We applaud SonicTeam for its creativity, and we hope that 
more developers follow in its footsteps. We’ll have a full strategy review of the game next month, 












HIGH HEAT MLB SQQ4 


There have been many baseball games 
game like the High Heat series. Unfortunately, the cot 
3DO—recently declared bankruptcy, so the game's r ' 
however, you’ll get a chance to play one of the best 1 


company that made High Heat- ^ 
release is up in the air. If it arrives, I ^*1 
baseball sims ever created. BUI 

sssss? 


IT’S S0000 REAL! 
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GO, TEAM, GO! BLOCK THAT KICK! ® 


RE THE PLAYMAKER 
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Worst Episode Ever! The Simpson House Krusty Burger 


































Other missions make you follow or escape 
motorized mayhem, mayhem, mayhem! 


Springfield is a pretty big place, so y 
the city. Each character starts out ’ 
gets the Canyonaro, while Bart get! 
you get a ride, you can participate ii 


•u’ll need a good set of wheels to get around 
nth a familiar vehicle. Marge, for example, 
the Honor Roller soapbox derby car. Once 


Mission: Possible 

a car to perform various tasks; others 
are straight-up races against the clock 


You gotta help Old Gil... 
the wolf's at Old Gil's door! 
Once you complete the 
three racing side quests in 
each level. Old Gil will 
appear and offer to sell 
you iiew cars. After you 


Since you've given so much to the community, it's more than happy 
to give back to you. If you walk up to a car and press Y, the driver 
will give you a ride. Sometimes you can hitch rides with famous 
Simpsons characters, such as Comic Book Guy. All of them will 
spout funny lines of dialogue as you drive. 
















WALK7-THAT- WASN’T-PART 


an 


including changing clothes and talking to t 

The Big City Lookin’ Good 


Open for Business 



menu, you can view the cards, 
which feature famous items 
from Simpsons episodes. Try¬ 
ing to find every card really 
adds to the replay value— 
and you’ll unlock. 


is of Panda Chow in Moe's Tavern, will make die-hard fans 




The Simpsons: Hit & Run has immediate appeal for fans of the 
television show, and its a very solid video game in its own 
right. The driving engine is quite good, and the developers 
have paid attention to the smallest detail of Springfield. With 
a great bunch of main missions and tons of hidden quests, the 
titles replay value is also impressive. Keep your eyes on the 
road—the game is slated to hit the Nintendo GameCube in 
September. Now out of the way... we’re motorists! # 



















SNIPER PATROL 


> you climb i 


1 the alcove below th 
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W PUMPED 


FOCUS AND FIGHT 


LEAP AND LEAVE 


ANCHORS AWAY 












^BREATHING ROOM 


meeting with the Key Maker will lead 


After a quiet run through a dark tunnel, you’ll fight officers i 
a maze of narrow walkways. Eliminate enemies, grab a heali 
pickup and drop into a hole to continue your journey. 


the Merovingians chateau, 


where you’ll 
bloodthirsty va 
pires and rogue 
programs. 


EXPLOSIVE ATTACK 


NIOBE SPLITS 


THE GREAT HALL 

Follow the sounds of the piano up the stairs an 
cally and pick up the splinters to use as wood stak 

DON’T SHOOT THE PIANO PLAYER 


Enemies wait behind brick barri- 


You'll face large SWAT lean 


MALACHI AND BANE 








gun-carrying creature will shoot at while you're fighting the first one. 
Engage Focus and run directly on both enemies at onceand 

^3 SECRET PASSAGE 

The chateau is falling apart. As you run through a hall, the floor 
will break under you and you’ll drop into an unfinished sec¬ 
tion. Climb the wall frame up to the attic. 

THREE-FLOOR FIGHT 



k®GARAGE HALLWAY 


£2? SECRET PASSAGE 2 

Your reception with Sparks will end abruptly, but you'll catch 
the clue that your next destination should be the Merovin¬ 
gian’s office. Leap across balconies and continue the fight. 

GLASS AND GOONS 


The Garage Hallway section is a series of rooms that two creatures pop- 

GREAT HALL RETURN 

Walk through an open doorway and prepare for a long movie 
sequence in which your character meets Persephone. 


^ THE DUNGEON np 

Following a fight against two of the Merovingian’s men, you’ll 
gain access to a large arena where you’ll battle Cujo. Let your 
Focus build, and hit him with powerful punches. 

BEWARE OF THE DOG 


m 

v ■ - T" 


Disarm the armed enemies and 

naTJI 

L * 1 if 

fight them until they're finished, or 


Halfway through your battle, Cujo 
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REACTOR STANDOFF 


UNDER THE CITY 


















j£j TRANSFORMER FIELD 2 


NIOBE AT THE CHATEAU 


While Ghost heads for the roof, Niobe will search for the 
Key Maker. There are - 


The Transformer Field 2 section is a maze of ramps and tanks. 
Follow the Game Tracker through the maze and defeat guards 


building for 
1 of them / 


NUCLEAR WASTE SECTOR 

The nuclear waste sector is loaded with red-and-white flam¬ 
mable containers. Use grenades or gunfire to destroy the con¬ 
tainers and everything in their vicinity, but keep your distance. 


GREAT HALL 


The Great Hall section is a cinematic sequence that shows 
Niobe and Ghost splitting up. Niobe’s path will be the same as 
Ghost’s path once she reaches the Merovingians office. 


The Shadows section has very little game play. After you guide 
Niobe through a long hall, Vlad will appear from the shadows, 
knock Niobe out and take her to the attic. 


The second Nuclear Waste Sector secti. 
first one ended. Continue your forward 1 


The action heats up in the attic. After Niobe escapes from her 
bonds, you must guide her through a fight against three of the 






g) PERSEPHONE’S BEDROOM 


11 THE POWER PLANT 


(^gj REACTOR FOUNDATION 

Follow the Game Tracker to the middle of the read 
struction site. After you meet with Ghost, climb intc 
and draw out the snipers so Ghost can take aim on th 


Once you defeat the henchmen, 
Vlad will attack you. Engage Focus 
and hit him with your strongest 


PATHS CONVERGE 

Niobe's path through the chateau is identical to Ghost’s once you reach 


(^gj REACTOR FOUNDATION 2 














TRANSFORMER FIELD 


TRANSFORMER FIELD 2 


{£$} GENERATOR TURBINES 


(£*) AGENT ESCAPE 


TROUBLE BREWS BELOW DESCEND AND DASH 


EXPLOSIVE 


Ql I GENERATOR TURBINES 2 


NEWS FROM THE ORACLE 
AND MORE BATTLES AHEAD 










!! Are we excited? Boy howdy are we! It's 
a Harvest Moon hoedown in Epic this month as we provide the first peek at Natsume's newest GBA 
creation. We’ll also crack open the Epic Mailbag and see what's on your mind. 


Adam Carey: First, I would like to say what a wonderful game 
Golden Sun: The Lost Age is. But now to my question: If you 
don't transfer the Golden Sun data when they ask for it in the 
beginning of the game,, can you do it later? Thanks. 

EC: Heck yeah, it’s a wonderful game! We’re happy to report 
that you can transfer data from the original Golden Sim at any 
time—until you complete the Jupiter Lighthouse. Once Isaac, 
Garet and the rest of the Golden Sun originals join Felix's 

Chase Juza: I’m having trouble with Golden Sun: The Lost Age. 
I'm on the part where Sheba uses Whirlwind on the stones. She 
knew Whirlwind in the beginning of the game, but for some rea¬ 
son she doesn't know it any more. Is there a bug in my game? 
EC: No bug, just Djinn. A character's Psynergy will change 
when he or she equips Djinn—so you probably gave Sheba a 
Djinn combination that removes Whirlwind from her Psyn¬ 
ergy list. Since it is a spell that she knows from the beginning 
of the game, you can have her use it by placing all her Djinn on 
Standby. That will allow you to use Whirlwind without trading 
Djinn back and forth. Also note that a character’s Djinn deter¬ 
mine his or her class—an important feature of the game. For a 
complete list of classes and how to get them, check out Epic 
Center in NP Volume 169. 

Zeldanoidi.4: When I was reading The Neverending Story by 
Michael Ende, I noticed a character named Ilwan who is a blue 
Djinni. I don’t play Golden Sun, but my friends do and I've heard 


them talking about Djinn before. Did the Golden Sun Djinni 
come from The Neverending Story ? 

EC: You DON’T PLAY Golden Sun? Begone! Oh, OK, we’ll 
answer the question. Djinn is a name that has been around 
for quite a while. In mythology, it means a fairy- or pixielike 
being, but the word can also be used for a genie. The Golden 
Sun Djinni may share the name, but they are altogether dif- 


Blake B.: I am a big fan of real-time strategy games such as the 
Command & Conquer series, and I was wondering if there were 
any plans for RTS games on either the Nintendo GameCube or 
Game Boy Advance. I enjoyed Advance Wars, but it wasn't the 

EC: We love RTS games, too, but most of the time they are 
released on PCs instead of consoles. There is some good news, 
however. The 3DO Company plans to release Army Men RTS 
on the GCN. It’s a real-time strategy game featuring small plas¬ 
tic soldiers—very different from other Army Men titles and 
also a ton of fun. The RTS elements are very well done, the 
enemy AI is bright and there are a boatload of missions. Addi¬ 
tionally, Jaleco is releasing Goblin Commander: Unleash the 
Horde this fall. The title is from Ron Millar—a cocreator, of 
both WarCraft and Diablo—and features strategic elements 
combined with a lot of action. We’re hoping to head down to 
Boulder, Colorado, and speak with Mr. Millar and his team 
(which includes his brother Chris) in the next couple of 
months. Keep your eye on Epic for more information. 













DOWN ON rm FARM 


The farm is your base of operation. It's where you live, sleep and 
work—assuming you choose to work, that is. Once your farm 
gets up and running, the money will come pouring in, allowing 
you to expand the business and acquire new kinds of fruits, veg¬ 
etables and livestock, If it seems like a lot to handle, don't worry. 
There’s plenty of time in the year to get everything done, and cer¬ 
tain neighbors are willing to lend a hand. 




The first animal you'll acquire 
is a horse. The little fellow is 
given to you by a fellow farmer 
who doesn't have time to take 
care of him properly. Though 
he's small and sickly at first, 
you can nurse him to health 


Chickens are inexpensive and e 

sell their eggs to the locals to 
make a quick profit, or incu¬ 
bate them for a few days to 11 


Sheep provide wool, but you 
can shear them only every few 
days. High-quality wool will 
sell for a large profit, and you. 

ladies. They're not the most 
cost-effective animals, but 
their round, fuzzy bodies are 
pretty cute. 


You'll need specialized tools to work the land. The hammer, axe and scythe are all familia 
but the upgrading system has changed from the N64 days. Once you've used a tool enou 
you can take it to the blacksmith and pay him to upgrade the implement. 
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unless you have friends to share the good times. There are mo 
than 40 characters in Harvest Moon: FOMT (including a lar 
band of gnomes). If you want to get the most from the garr 
you'll have to spend time talking to people, participating 
events and giving gifts to your neighbors. Fans of Harve 
Moon 64 will notice that some relationships have changed. 


nfj [ [ ; SS Gray 
:My grampa is so hard on 
[me for every little: thing! 


thanks a lot™ 
a. are at 9iftL» 
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SEE THE WORLD 



k and no play makes Jack a dull boy! There's 
lineral Town. When you're not engaging in 
: trying to land a wife, take a moment to en 
>u can dig for precious minerals in the min 
>n, try your luck at fishing or just hang ou 
ig stories with the locals. 


Sometimes the Mineral Townspeople likes to get together for a 
good old fashioned hootenanny. Each season has three or four 
events that bring folks together—such as spring planting festi¬ 
vals, summer beach parties, fall harvest parties and winter’s infa¬ 
mous Starry Night Festival (which is a GREAT place to meet 
ladies). The more you participate in events, the more townspeople 
will think highly of you. 

t=±-mm-i±±t= mb - kbs *. 

! iorse and cheer from ttie sid ;: 

s-y. c « lines or enter your own steed in 


We've given you just a taste of 
things that Harvest Moon: F 
eral Town has to offer. And \ 
talked about one of the best: 
connectivity! If you connect 
^GBA Harvest Moon ga 
jjtA unlock new events and r 
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RACiKS GAME EVER. 
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PLAYER’S POLL SWEEPSTAKES 





SKtU 

I-/ 1 .V/ 11 v 


r#Ta«T«TffS9i 







1st Prize 


L ENTER TO WIN! 


We'll send you into the battle of a lifetime U'vfTfSn? 
right equipment. No matter where you 
devote your days to Final Fantasy Tact ?* 
the run with either the new Onyx or Flame 
TV with the Game Boy Player — we'll 
Nintendo GameCube to plug it into. 

We'll also provide a Ni 
GameCube Game Boy Advance cable 
so you can battle and trade 















Nintendo PowerTrecehtlyciot ^^Fiea k"peel^a t €af 
and HUB lineups to say me came away impress 
understatement. The publisher's talented deuelc 
busy crafting some of the most innouatiue titles 
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KNOW THE RUBY FIELD 
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TCG lOH 
YOUR DECK 

Last month we suggested that novice 
Pokemon-e TCG Trainers should jump 
into the game with the Ruby or 
Sapphire deck. Now learn how to 
bolster each deck with cards from 
booster packs! 


Ruby’s Strengths 

You can smoke the competition with the Ruby 
deck if you can play one of the two Blaziken 
cards. Doing so will likely take many turns; 
you'll need first to play one of the four basic 
Torchic cards, then evolve it with one of the 
two Combusken cards. Fortunately, good 
Fighting- and Colorless-type Pokemon—plus 
lots of Fire Energy and Fighting Energy 
cards—fill out the 6o-card deck. 


Swap oi 
Torchic ( 


Why take out the originals? 
They'll do little damage before 
retreating from a Water-type. 
The new Torchic s Singe attack 
can leave a Burn which may do 
20 damage every turn. 




Sapphire’s Strengths 

You’ll want to get your ultimate cards— 
Swampert cards—evolved ASAP, just as Ruby 
players will try to do with their Blaziken cards. 
But the rest of the Sapphire strategy is leagues 
apart from the Ruby one. Many of Sapphire’s 


Pokemon can inflict Special 




Boost the Deck 
to Beat Ruby 

Most of Sapphires Pokemon 
that can inflict Special Condi¬ 
tions are Grass-types. Unfortu¬ 
nately, most have Weakness to 
Ruby's Fire-types. If one of your 
Grass-type Pokemon faces a 
Fire-type, afflict your foe with a 
Special Condition then retreat 
as quickly as you can. 


Wingull must go to make room 
for Carvanha cards in the 60- 
card deck. We're not fond of 
Wingull's Surprise Attack— 
with its 50% chance of suc- 
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GREAT CAROS FOR 
BOTH DECKS 



IDP 


Manectric cards are rare, but they're 
worth opening lots of booster packs to 
find some. After you evolve an Electrike 
into a Manectric, you'll have a massive 
powerhouse on your hands. Its Thunder 
Jolt can wipe out Sapphire's ultimate 
card, Swampert, instantly! (It might 

to acquire the Manectric cards. Until 
you do, use your Electrike cards to fend 
off Sapphire's Water-types.) 


There are three kinds of Elect 
cards. Two are common. They 
but the uncommon Electrike ( 


ffiBO/loi)’’ 


itning Energy from your dis- 

i quickly power up its Thunder Jolt, 
wnich will do double damage against 
Sapphire's Water-type Pokemon. 
Mudkip cards will fall with only one hit 






























































EXTREME SPORTS IN THE SKY PILLAR 



Big Attitude, 

High Altitude 

When you become the Pokemon League Champion in Poke- 
mon Ruby or Pokemon Sapphire Version, you'll feel like you’re 
on top of the world. After you've earned the title, you'll dis¬ 
cover an opportunity to reach a new height—the top of the 
Sky Pillar. The crumbling structure bears the savage Rayquaza 
at the top. Getting to the roof is half the challenge, however. 
Have you mastered the Mach Bike? 
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Historic Memento Craze Spreads Like a Weed 



The Sky Is Falling—but 
Don’t Be Chicken 

August 12 doesn’t signify the end of 
the world; just the date of this years 

by the lake and catch the spectacle! 


K.K. Slider Sings for Superfans 

He’s the hippest hound around — all the other dogs from Daisy to Biskit agree. K.K. 
Slider howls a new tune every Saturday night at the train station, and he never misses a 
chance to jam. But now we’ve all got another reason to bow down to the musical 
bowwow. He has three secret songs that he saves for his biggest fans. We got K.K.'s 
superfans to spill the beans on the tunes' titles: K.K. Song, Two Days Ago and I Love 
You. Request the ditties by name to hear the cool canine bark to a different beat. 


Our lands would be nothing but weeds from sea to shining sea if not for 
the Founding Forecritters—no Nookington’s, no Farway Museum, no 
Crossing Guardian! Just weeds. At least that’s what Tortimer says on 
Founder’s Day, every year on August 21, when he gives away tl 

founders, home-decorating humans everywhere are spreading c 
Weed Model collections. Tell all your friends and spread the tradi 


| THE CROSSING GUARDIAN 

























» 




ARENA 


.* YOU 

•am e? 


CHALLENGE 

who can complete Resident Evil Zero in the shortest 

RESIDENT EVIL ZERO 






xaution: 

'TWISTED CHALLENGES AHEAD 


O 


ENTER THE ARENA 

Mail us your Twisted Challenges or send us a photo of your high score 
' is months Arena Challenge. E-mail your digital photo or send 
your picture via snail mail. (Please write your score on the outside of the 
lope.) Include your full name and mailing address in your e-mail or on 
back of the photo. We'll print the names and scores of the top five qualifiers: 
a future issue. If we print your score or Twisted Challenge, you'll receive an 
T-shirt. Entries must be received before September 4,2003. 
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In the second installment of our Hduance lllars 2 strategy, me return 
to the battlefield and driue the Blach Hole Army from the continents of 
Blue IHoon and Yellom Comet. 


0 BLUE MOON CAMPAIGN 

■HIIIHIIIHIIIHBWIIIHUKM 

Once you've finished the Orange Star cam¬ 
paign, you can move on to either Blue Moon 
or Yellow Comet. As advocates of alphabetical 
organization, we'll cover the Blue Moon 
campaign first. In it you'll engage in a wide 

Missile Silos (new to Advance Wars 2) and 
even take control of two Commanding 

■Fv 

Jr # . jilib 


0 

HUNK from Blue Moon borders! <7 



osi RECLAMATION 


After you've secured most 
of the territory east of the river, start to build up 
your forces around the southwest bridge. Place 
tanks and Battle Confers uo front to engage the 
enemy head-on, and indirect units in the rear to pro¬ 
vide supporting fire. If you have a copter to spare, 
set it down on the enemy's airport to prevent Lash 
from building air units. 


- r -ran achieve victory 

either by destroying all enemytroops or by captur- 

choose, place-/ cut units over Black Hole's factories 
to prevent them from replenishing their forces. If 
you finish the mission within 20 days, you'll likely 
receive an S Ranking. 














































sure to stay away J 

from his Missile and i 

Anti-air units,and \ 

destroy them with Olaf's 
ground forces as quickly £ 


By Day 8, your foot soldiers should 
begin capturing the eight cities 
required to shut down the giant 
Missile Silo. If you have units to 
spare, break through the south 
pipe and pick off a few more of 
Flak's troops to raise your Power 


The pipes running across the map 
split Olaf's forces into three 
groups. Capture the neutral cities 
with the northern group. Position 
the Medium Tanks in the middle 
group just out of range of the 
enemy's Rockets, then move in 
and take them out. Afterward, 
break through the pipe at point A. 


s (giving you 





























































0 YELLOW COMET CAMPAIGN 















































O CAPTURE AND TRANSPORT 


Begin by building a pair <rf Infantry units to 

that's done, build a T. Copter to transport 
the Infantry to the airport and the factory 
on the peninsula. You'll want to capture 
both properties as early as possible. 


SENSEI’S RETURN! 





















SHOW STOPPER 


© PROCURE THE MAP TO THE SECRET LAB 














































WME 


O ENGAGE THE ENEMY ON TWO FRONTS ' 

—ITT-D_i ,-Build a couple of Medui 


m 


a §!^ 


Q LONG-RANGE STRIKES 

By the time you reac 
the Missile Silos, the 


five in the northeast 
corner. Use three of 
the five to wipe out 
the tank and indirect units nearby, and send 
the other two south toward the Missile Silos. tsomDers. 

O ATTACK THE CANNONS FROM THE EAST 


w 



slongas you're i 


Foul Play. Once you've taken out two of the 
Minicannons, finish off any remaining ene 
forces to boost your Power rating. Be sur 
destroy the last cannon by Day 15, howev 
avoid taking a hit to your Speed rating. 
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'THE TWO FACES 
OF MMBN3 


SHADOW STYLE 



yJJvj 

\7 
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THIRD TIME'S THE CHARM 


, MMBN3 j 


MMBN3 


IMPROVED MENU SYSTEM 


NEW CHIPS & VIRUSES 


WHEN TECH ATTACKS! 


jf MMBN3 ! 
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Quietly. 


3 missions 
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Something 


NETWORK WITH NETBATTLING FRIENDS 


i MMBN3 Pak via the Game Boy multiplayer features. 

SURVIVAL NETBATTLES MOD YOUR LIBRARY TRADING TECHNOLOGY 


LINK FOR BATTLE 





1 W find^the "Keydata* J 

1 

| HBI there,MegaMan?_ 







































THE ITALIAN JOB 


ik 


UK developer Climax—known for the popular Burnout series—has teamed with Eidos Inter¬ 
active to deliver a high-speed, smash-'em-up racer based on the new hit movie, The Italian Job. 
Much like Burnout, the game features addictive, arcade-style controls and a lot of cool cars. 





The developers at Climax have been busy. This time, they deliver another adrenaline-pumping 
racer with their Burnout partner, Acclaim. Speed Kings combines simple controls and realistic 
physics in a blazing-fast game. You'll want to take it for a spin over and over again. 



































































































































Pou found the ^ 

Ocarina! k 


the Ocarina inspired by the LeyenA of Zemd* is non) available! 


Made from High Fired Ceramic 

.Induces a Songbook and Tutorial with sii 
^finger notation for many songsaijd.fanq 
plus Lullabies, Serenades and Minuets! 


Sweet Potato (octave +1). 

Extended Range Sweet Potato (octave 
, inslitids^Extended Range Songbook plus.R 

Raku Pendant Ocarina (w 
Eagle Bone Flute 

play, with necklace 


n porceiin, simple 1 
aying instruct ©nfe 


Shipping Info: 

Shipping & Handling.$5-00 

(Please allow 2-3 weeks fpr ij^ljyery' 

Priority Shipping.£10.00 

We ship via US Postal Service 
ach Send checks'and money orders to.: , ., 

SonybirA Ocarinas J 

410 Anacapa St. 

Santa Barbara, CA 93101 

Order Toll Free! 1 (866) 899-4043 


Silk Carrying Case padded, w/ijpper, handle 


; for delivery) 


Hear them and order online at 

uJidoJ.so nybirAo carina. corn 


















Join the Mushroom Kingdom gang for a swinging good time on the links, f 

The Mushroom Kingdoms good sports and villains The camera, club selection, shot selection and |i 
swing control are easy to learn and very responsive. | 
If you don't want to slice or hook the ball, you can I 

matically. You can also adjust for power and I 
approach shots. 

The eye-catching and colorful graphics are just as I 
you would expect in a game that takes place in the ■ 
Mushroom Kingdom. The music is playful and the 
characters are tons of fun. 


pate in a tournament, doubles action, Match play, 
Stroke play, minigames, a closest-to-the-pin contest 
and Ring Shot, Slots and Coin Shot competitions. 

The action takes place on a variety of 18-hole 
courses. Some courses follow the real-world model of 


singly deep 
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HITMAN 2: SILENT i 
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and point 


+ + * 































J gr m \ Shrek's second GBA side-scroller is 
|E*-* just as much fun as Shrek: Hassle at 
the Castle. When the ghost of Lord 

tures, such as Pinocchio and the Big Bad Wolf, 

right by fighting Farquaad's followers in six 
huge levels. The game employs more searching 
and item-use than its predecessor, but the 


A!*’. fit 

GfCRBI 

JESSICA •fr'k'k’ir 
«n "tc'trik 
Sim •ft'-ftirir 1 


flLAAi 

geosgi irfrtri 

jEssicA-A-T^-^r'A' 
scon. ☆☆4 

STEVEN ☆ ☆☆☆ 


& Spells. 


graphics are reminiscent of the art of Maurice 


i]|L^ six obstacle courses in Activision's 
f ast f un gn( j extreme Wakeboarding 
Unleashed. Perform flips, grinds, manuals and 
ollies as you head for a high score and a gold 
medal. Career mode mixes objective-oriented 
courses with competitions. Multiplayer mode 
offers Trick Attack, Balloon Burst and HORSE 
events. The graphics are clear and the control 


ADVENTURE ARCADE FIGHTING PLATFORM PUZZLE 


ALAN: ®<§)®@®©©##<§> SCOn: ®@®®©®©##® 
CHRIS: ©<D#®©®#@©® STEVE: @©®®©#®#@# 
GEORGE: ®@©#®#©©®@ STEVEN: #@®@©##©@<® 

JESSICA: ®®#@©#®@#@ 


To describe their unique, 
personal tastes, each of NP’s 
critics has ranked 10 game gen¬ 
res in order of preference, with 
the favorite game type appear- 


Adult (18+) 


Rating Board evaluates each 
games content and assigns one 
of the following ratings to 
reflect the appropriate age 
group for the game. 


Rating Pending 
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m 

Early Childhood 

□ 

Teen (13+) 

1 

i 

| Everyone 

[3 

isK's 

| Mature (17+) 
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“...might very well have 
been the best Game 
Boy ® Advance title 
at this year’s E3r 

-gamespy.com 


Unravel the mystery of the treacherous skeleton crew 
on the Nintendo Game Boy® Advance... 
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Give 'em e» Ccill They're Lonely. 


NINTENDO POWER SOURCE 

Your NSIDER power source to 
everything Nintendo. 

www.nintendo.com 

CCKIEDAI nilCCTinUCO 

TALK TO A GAME COUNSELOR 

For Help Playing Any Nintendo Game 

1-800-521-0900 

POWER LINE 

1-425-885-7529 

Prerecorded Game Tips and Future 

Product Information 

utNtKAL UUuNUNj.' 

Try www.nintendo.com 
or e-mail us at: 

(1-425-883-9714 TDD) 

If you are unable to find what you need 
at our website, contact us at: 

SYSTEM SETUP, 

TDflllRICCUAflTlldft 

NINTENDO POWER SUBSCRIPTIONS, 

RENEWALS, BACK ISSUES, 

PLAYER'S GUIDES 

1-800-255-3700 
(1-800-422-4281 TDD! 

IKUUDLtbhUUIINb 

AND REPAIR 

AND MORE 



£5/3 Contact Us 


Advertising inquiries 

































f The Nindex 

















































Avalanche 


Final Fantasy Tactics 
Advance 











Go Wild. 


Lightning-quick microgames, 2-on-2 battles, 
and one uncivilized gorilla. 


hottest titles for your Game Boy®Advance. 






NINTENDO i 



OFFICIAL GUIDE FROM 


EXPLORE NEW WORLDS WITH 
OFFICIAL GUIDES FROM NINTENDO 


ORDER THE GUIDES ABOVE TODAY! 

VISIT STORE.NINTENDO.COM 

□R call 1-BDD-255-370D 












THEY'RE HERE! 


(Nintendo’) 


$$ ^arrivals 


Pokemon USA, Inc. 
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Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 

People interested in helping out in any capacity. 

Please visit us a www.refromags.com 

No profit is made from these scans, nor do we offer anything 
available from the publishers themselves. 

if you come across anyone selling releases from 
fMs site, please do not support them and do let us know. 



